
How to: 

1. create a tile-able image in Photoshop 
and 

2. import it into Revit for rendering purposes 

 

1: Making a tileable image in Photoshop 

Filter → Other → Offset 

 

 

A) 

Type in an arbitrary number of pixels 
you would like your picture to move. 

It is important that you are able to 
see the line where the image does 

not match up. 

B) Click “OK” 



 

 

 

 

 

  

Notice that you can see both a 
horizontal and vertical line where the 
image does not match up perfectly. 

This is what we will be fixing. 

Using the “clone stamp” and “blur” 
tools, doctor your image until the 
vertical and horizontal lines are 

invisible. 



2: Importing your image into Revit and assigning it to the object of choice (wall, floor, etc) 

 

 

 

A) “Manage” tab 

B) “Materials” button 

A) You need to duplicate a material 
and rename it to your material’s 
name. 

B) Click on the file name and a 
browser box will come up. Find 
your file that you created and 
select it. If you have selected it 
correctly, your image should 
show up where the old image 
was. 



 

 

Select the item that you want to 
render with your created image. 
On the left side of the screen, 
click “Edit Type” and a dialog box 
will open. 

Duplicate the element type and 
name it something else. This way, 
it will not change all of the 
elements that are already this 
type. 



 

Click on the “…” of the outermost 
“Finish” layer to open the 
materials dialogue box. 

If you don’t have a “Finish” layer, 
you can click “Insert” and a new 
layer will be created. Move it 
“Up” until it is the first item on 
the list of layers. This way your 
material will be on the very 
outside of the element, and will 
show up when rendered. 



 

Select your new material and click 
“OK” 

Now the outermost layer of the 
element should render as the 
image you created. 


